Research limitations/Implications -The data received so far indicates that a ready-made design format, rather than obstructing, it encourages creativity in its use for developing a storytelling application.
Take away message -1001Stories package supports the creation of multimedia narratives by providing a ready-made design format, a suggested workflow and an authoring tool that allow content creators to concentrate on the authoring process with no concern for technological constraints.
Originality/Value -What makes 1001Stories innovative as compared to existing tools for fast multimedia creation is that it allows the creation of nonlinear multimedia multi-channel narratives, which support several user-navigation styles, while
INTRODUCTION
The need for downgrading the level of technical expertise required from web content developers has emerged in the rapid proliferation of Content Management Systems (CMS). A more recent trend, resulting from the need to produce focused interactive artifacts, in little time and with scarce financial resources, is the proliferation of web-based tools for fast authoring of multimedia contents. The term "Instant Multimedia" (IM) (Di Blas 2007) refers to the rapid production of multimedia artifacts by means of specifically designed authoring tools, through data-entry and instantaneous publishing. What makes the difference between an IM authoring tool and a CMS is that the former is intended for production of content packages that once published are final and will not be updated, if not for changes. The IM authoring package presented in this paper -1001Stories -brings together an interactive format, a workflow and an authoring tool for creating multimedia storytelling applications. In the following part, a closer view is paid to each of the components of the package. Afterwards, some relevant data are presented, from the analysis of its use for development of narratives for professional multimedia creation, as well as for educational purposes. Communication Laboratory) of the University of Lugano. It has been inspired and initially employed for cultural heritage communication, acknowledging the need of cultural institutions to produce contents for theme-based interactive artifacts, in a fast way and with limited resources. Later on, it has been used for producing narratives for tourism, as well as corporate communication. The 1001Stories package includes three main elements: a design format, a workflow and an authoring tool based on a data-entry system.
The design format: applications produced with 1001Stories are based on a pre-defined tree-like structure made of topics and sub-topics arranged on two levels of information. The format can be declined for a theme and filled with multimedia contents (text, images, and audio). For the user, several navigation styles are supported, in manual or automatic mode.
The workflow: the creation of the contents as well as the data-entry process are done according to a flexible pattern, to be adapted for the needs of each project. The main steps involved in the workflow involve: (1) data gathering, (2) definition of the editorial plan based on the design format, (3) writing the texts, (4) choosing the visuals, (5) recording the audio, (6) data-entry, (7) quality check, (8) last revisions and (9) publishing.
The authoring tool: a server-based software application, with a data-entry system for storytelling generation and publishing on 3 channels: online, for offline use on CDROM, and as playlist for iPOD.
Some results
The tool has been used for professional content development and for educational purposes, allowing instructors to familiarize their students with technology in a friendly and creative way. In the professional context, it appears that the use of the design format significantly lowers the time employed for sketching the information architecture of the multimedia product. The highest amount of time and effort is required by writing the texts, most time-consuming being the negotiation between content creators and the stakeholders on the best version. This can be explainable also because contents are presented as a collection of story pieces, of a limited length -between 90 and 120 words -and hence need to be very synthetic, while offering substantial information. Overall, for Enigma Helvetia Tales for example, a project by TEC-Lab for a Luganobased exhibition, (www.enigmahelvetia.unisi.ch), the number of hours spent by all team members involved with writing the narratives is 20, while the time employed for making the editorial plan on a fixed format is 9 hours, and the data-entry is done in 6 hours (including revisions).
1001Stories was used in the frame of the Italian contest Policultura (www.policultura.it), initiated by the Politecnico of Milan, with the scope of integrating communication technologies in the curriculum of students from primary to secondary school. The kids used the tool for developing multimedia narratives on themes ranging from cultural to scientific, related to their curriculum. Secondly, the tool was used by a primary school classroom in the project Roman Milan (Milano Romana Tecnologica), for developing a narrative on the Ancient Roman remains in the city of Milan. For both the contest and the Roman Milan project, kids have worked under the supervision of their instructor for developing the narratives. They have been assisted also by a team from the Politecnico of Milan for the technological training: learning how to gather, scan and edit images, recording the audio and getting familiar with the authoring tool. The time for learning how to use the tool was lower than expected: children took between 17 and 26 minutes (Garzotto 2008) . Children also responded creatively to the tasks: for example, while most professionals would use the computer to make the editorial plan, kids in the Roman Milan project used post-its and attached them to a panel: blue post-its for the topics and yellow for the sub-topics (Garzotto 2008) . They have also come with their own idea of including drawings made by themselves for the narrative visuals. The workflow was approached in a particular manner: children split in groups of three for each group of topics and sub-topics, and distributed the tasks of searching the images, drawing, scanning, and writing. All along the authoring process, they were drawn to collaborative work and switching tasks among members rather than fixed distribution of individual or group tasks. The kids preferred to do also the data-entry collaboratively, and be exposed to the work progress of the other groups.
Conclusions
The effective use of 1001Stories for professional development of multimedia narratives, as well as for educational purposes, is based on a series of features: -the interactive format gives a ready-made narrative structure, a skeleton that is 1) intuitive for the content creators; 2) easily declinable on virtually any subject; 3) fit for a series of different user navigation patterns; -the authoring workflow is straightforward, easy to understand and to follow; -the data entry interface of the authoring tool is simple, intuitive, allowing the last step of the process to be achieved in a few clicks.
